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Introduction: 

Howdy digital folks! I know its been awhile since i did any writing, 
the last and first writing i did being on a compare and contrast 
piece about Post and Anti Civ, which was received in good light, it 
made me very happy to hear people had positive readings and 
thought it was great beginner’s guide to the world of Post and 
Anti-Civ, after that i had a few writings i was working on that 1 
simply sidelined, canceled or just never finished. It was sad for me 
but I just didn’t have the will or energy to keep writing due to 
how, even with the support, I still felt very stuck in who could and 
could not read my zine. 

Then i got in contact with an old friend of mine, we talked 
and fae had eventually shown him fae’s zines. I read them and had 
some criticisms about them, but those wouldn’t be fully born until 
about a week later. The day after those zines were sent to me I was 
scheduled to head up to Virginia to see my lovely wife. During my 
trip I had asked if I'd like to read the zines I had, and she agreed. 
Together we deconstructed and developed criticisms which 
boosted me further into wanting to write my zines. 

So thank you to FeralJett and my beloved wife for both 
giving me the inspiration and energy to pick up my zines again. 
Now all I really need... is a good pair of glasses. 


Overview 
Firstly, i'd like to give some context regarding the piece i am 


critiquing, FeralJett’s “VR = The False Reality”, which mainly 
tackles how VR, and VRChat change how people socially react to a 


new, and in this case, virtual social environment where the world 

is shaped by avatars and a different more digital based culture. 
The biggest 5 criticisms FeralJett made, of which I noted 

(and will of course be tackling in this zine), are the following: 


A: Virtual Reality Tech and tech modifying the virtual experience 
are unknown to us and therefore dangerous. 


B: That the society and Community on VRChat pulls individuals 
away from Real Life social interactions and communities 


C: That individuals on the platform are given anonymity which 
could be used to lie and lure individuals into a false trust or 
relationship. 


D: Virtual Reality’s Phantom Sense is keeping people hooked in 
VR for longer. 


E: The Creation of False Relationships based on Avatar’s body 
types. 


We're going to be going through each of the points and 
discussing them. In the conclusion of this zine I will also give a 
shortened take on my opinion of the situation regarding VR. 
Before I get into anything, I would like to remind you that, this is 
created in good faith, do not attack FeralJett for fae’s writings 
simply because you think they are ridiculous, I will not stand for 
it. 


Point A: Virtual Reality Tech and tech modifying the virtual 
experience are unknown to us and therefore dangerous 


VR technology has been with us for awhile, since at least 
1968 with the creation of the “Sword of Damocles” by Ivan 
Sutherland which utilized a head mounted display to project 
images on the screens to the user, the idea would be tinkered 
around with but it wouldn’t be until the 80s and 90s when the 
concept of VR entered the commercial world but due to the 
limited hardware in these time periods we wouldn’t see these 
headsets in people’s homes, but rather in arcades being powered 
by stronger and bigger machines. 

The research and study into Virtual Reality wouldn’t stop, 
and it’d only continue into the 2000s and early 2010s, one of the 
more notable companies who joined the races was Oculus (and 
arguably changed the VR landscape) who launched a Kickstarter 
project in 2012. FeralJett does an okay- if not a little abridged- job 
at talking about the history of VR headsets and their relevance in 
our modern day households. 

You generally get the gist, VR has been around since the 60s 
and has had a recently bigger boom due to renewed interest, my 
goal here wasn’t to give you a history lesson, but rather to point 
out that VR tech is not inherently new, this technology, though 
starting very limited, has been studied and grown into bigger and 
better machines, we’ve had 56 years to study and understand this 
technology and to better it, to which i personally believe we have. 

The other technologies which seek to modify and better 
personalize one’s experience with VR are also in my views not 
dangerous, they are purposefully crafted and studied to better 
enable one’s ease of access in the world of VR. 

This could cause one to wish to stay in VR longer, which 
could lead to VR addiction, which makes part of FeralJett’s 


arguments valid which actually conveniently leads me into Jett’s 
next point. 


Point B: That the society and Community on VRChat pulls 
individuals away from Real Life social interactions and 
communities 


This point is valid and has truths to it, but i’d like to ask you 
why you think this might be? VRChat is a social platform, it makes 
no attempt to hide this, logging on and heading to any world 
where you can find hundreds of thousands of people from across 
the globe interacting and socializing. VRChats goal is not to 
replace reality with its own digital communities and groups, it’s 
goal is to make it more accessible to people in Countries and 
States which limit and oppress certain minority communities, 
making it harder to find and mingle with people of your same 
community and culture. 

For some, it is hard to find and feel safe in real life with their 
communities due to their country or state hindering their ability 
to seek and interact with the communities they so desire to, and 
with VR becoming slowly more affordable, this enables people 
who cannot easily find their communities to be able to feel safe 
and comfortable. 

In short this is escapism, though yes, VR does sometimes 
pull individuals away from real and genuine real life interaction, it 
is due to them finding safer and more comfortable interactions 
where they feel they can escape from the stress of not having to 
worry about being publicly outed or harmed, not to mention it is 
nice to escape from the grim reality of the current events 
happening and the gradual instability of capitalism beginning to 
collapse in on us. 


My solution to the issue of people who are spending more 
time online is to encourage them to attempt to balance out their 
virtual interactions with their real interactions, 1 believe this 
would be to maintain a healthy mixture of VR communities and 
Real communities in one’s life. 


Point C: That individuals on the platform are given 
anonymity which could be used to lie and lure individuals into a 
false trust or relationship. 


When I read FeralJett’s zine, and even talked to fae about the 
zine, this was one of my first notes that I wanted to talk about. 
You almost inherently are anonymous online, people do not see 
your name, your address, your age, unless this is information you 
publicly display (which you shouldn’t! Internet safety is real 
folks!). I personally believe your anonymity should be guaranteed 
on all and any online platforms, and this isn’t excluded from 
VRChat. 

I feel that this point tries indirectly and therefore 
accidentally promotes paranoia in public spaces regardless of 
whether or not you're online, but it is also true, that people can lie 
and lure you into false relationships to abuse and harm you, there 
are hundreds of cases about this, but there is no way to properly 
counteract it because if the state simply removed everybody’s 
anonymity, there would be statewide surveillance. 

I doubt this is what FeralJett was advocating when making 
this point and rather what fae was trying to advocate for was more 
situational awareness, especially in VR. People are strange and 
sometimes nobody except you can see the red flags in a situation. 
The only real thing I can say about this is to stay active in your 


awareness, talk to your friends about situations you feel and or 
think are strange or sketchy.. In essence just be safe. 


Point D: Virtual Reality’s Phantom Sense is keeping people 
hooked in VR for longer. 


For context, Phantom Sense is this recorded event where the 
brain will see the body in VR be touched, but gets confused since 
it cannot feel the touch, thus causing a tingling feeling in the 
location it sees it’s being touched, emulating the feeling of being 
touched in reality. 

This is a very real and studied phenomnom that I took some 
interest in researching, but that's for another time. Jett’s main 
argument here is that since one can learn Phantom Sense, and 
new player’s have reported feeling it sooner, it would pull in and 
keep people playing in VR. 

I’ve personally never noticed anybody who stays in VR longer 
because of phantom sense, but rather because they have a Long 
Distance romantic partner that they can virtually be with, 
Phantom Sense enhances this experience by enabling both- or just 
one- partners to feel each other, even if they are not truly there. 
I'd argue that this would keep people in Virtual Reality longer ( 
confess, this has happened to me) however i dont think its 
inherently negative, as eventually one or both will have to log off 
for personal reasons, like working or heading out for a period of 
time. 

My take is that although yes, Phantom Sense might keep 
couples in VR for longer, it's not an inherently negative thing, it 
allows LDR couples to be able to spend time together and feel 
closer, even if it's just pixels. 


Point E: The Creation of False Relationships based on 
Avatar’s body types. 


Jett’s final critique of VR and VRChat is based around 
romantic and sexual relationships of VR. Jett states that since 
people are surrounded by people who have ideal avatar body 
types, it removes more intimate factors of romance and love, and 
although i could see where Jett is coming from i cannot see this 
being too true. 

People want to date people they like, people want to date 
people they can harmonize with personality wise, sure you could 
find somebody with an attractive avatar, but if that person is 
ultimately a piece of shit, you're not going to want to continue the 
relationship any further. 

This isn’t me trying to deny that people objectify attractive 
people, this is me believing that people will date people with 
attractive avatars, not simply because of the attractive avatar, but 
because they enjoy the person beyond the avatar. I truly do 
believe romance will not change that much when it comes to VR. 


Conclusion. 

I’ve read Jett’s zine regarding VR a few times in preparation 
for writing this. I believe that Jett’s take isn't reactionary but 
comes from a genuine place of concern for other people’s health 
and safety online. Jett brings up some good points but also moot 
ones because fae wants people to be happy and healthy. 

I personally believe people should find all the joy they like in 
the realm of VR, especially when the desire to escape takes hold, 
admittedly the internet is where a lot of my friends come from, 
which i think is partly because of the current state i'm in, and 
therefore i am a bit biased on the side of VR and the internet, but 


that doesn’t mean either are not allowed to be subjects of criticism 
around me, and that doesn’t mean i dont think im invincible from 
critique either. 

My final take is simply; is it a lifestyle choice whether you 
wish for your life to be held in the virtual world or the real world, 
sure there'll be people who are against one or the other, but 
ultimately, it is your choice, its why its called a lifestyle choice. 


That's all from me, this has been a Cyber Bunny’s Critique, 
PLEASE go read the original Zine here! 
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